^unAOKI Q80619 
GAME DEVICE, GAME MACHINE CONTROL 
' METHOD AND INFORMATION STORAGE 
i MEDIUM 

, Filing Date: March 31, 2004 

; Alan J. Kasper 202-293-7060 

Of 6 




JunAOKI Q80619 

GAME DEVICE, GAME MACHINE CONTROL 

METHOD AND INFORMATION STORAGE 

MEDIUM 

Filing Date: March 31, 2004 

Alan J. Kasper 202-293-7060 
,2 of 6 



FIG. 2 
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